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S A FET Y PR EC A LTl ONS 

Follow these suggestions to keep your Mega Man 51 * Game Pale in 

operating condition. 

3. DO NOT subject your Gunie Pak to extreme temperatures, either Jim or cold. 
s store it at room temperature. 

2. LX) NOT touch the (emiinal eon net tors on your Game Pak„ Keep it clean and 
dtiHt-fiee by always storing it in its protective plastic sleeve. 

3. DO NOT try to disassemble your Game Pak. 
4. DO NOT Jet your Game Pak tome in contact with thinner?., solvents, ben/jeiie 

alcohol, or any other strong cleaning agents that can damage it. 

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV! 
Du rCfl UB* u Iran1! or ruar prajwtwn litfevssKMi hv yo11r Nnt&np'o trterlftlivnam f"NESr' and NCS qunids. 
v-our pnoiKliQn tetervfiataii screen may ba perwaneitiy dainagpea if video gaitiDswiiti s^ens* gr paftb^pa 

■fine piaj*d on yarn p^sciion iDcvwnn. Sims#- damage may cnxyr ri you pfau a video game an ho d a* pau&a. I! 
you use your proiecttHi leiwBton WES gtine* Mmende mill j*m tc tabtoigr any damage. This, atmaticn is not 
G&uZzd trf a. dtfS«d in the MES or NES games; rfigr feted or nepehbve images may CflLftfr ainmltar da-fagt Id a 

proj^ctksn letev.&on. PtoaseGOm&Ct vOur TV mafluteClLrer far lurthar nlcnnaton 

ADVISORY 
A 'iTQfy small p&lign gl Ihe PWteiKin may axpEfience- epifctfHte w l\tr. *ie^Pi*ig tan an wrris gl hghls or 
paib-HViE IhtOrtVUftiy prdsArfl «1 aur daily cnvifcmirftnl. Thesp persons mgty esqp^r-efice seizures white waidiiii^ 
semn lends cf pibur0S or piayirocodan ndw ganrei. ^Tr-fi wtW Iravfi no? had any pw^Uf Wtum may 
iviwIhelstSA have a*i undeleted epttepdu tandbar. Wn suggnst ahni yw w^suii you' physician it you have an 
LdnctfiDnarrfyoj eipanenos fir.y oi ffi«flcMwtflfl Symptoms, white play vide* garws: allerud -fiskin. iryscSn twilchine. 
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1. Insert your MEGA MAN 51M Game Fak into your Nintendo 

Entertainment System and turn it on. 

3. At the title semen, you tan choose to begin a new game or use a 

password to conti rtue a prev i< jus game. 

To begin a new game, move (he arrow next to PRESS START, 

then press the START button on your control pad. 

To continue a previous game, see the Using Your Password section later 

in this manual, 

4. When the next screen appears, you will see mug shots 
Proto mans robotic creations. Use the control pad to 

you wish to battle an<l press, the A button to start the 

the robot 

To end the game at any time, simply turn off your Nintendo 

Entertainment System and remove your Game I Aik. 5 



BROTHER ALAINS'! 

LL Cos sack to Mega Man] Cossack to Mega Man! Come in, Mega i 

“Protoman has gone wild! City Hall and the spaceport have been totally 

destroyed and the city’s power grid is in shambles. I've never seen destruc¬ 

tion on this scale before/1 

*‘I know you’re worried atx>ut Dr, Light, but your first duty is to free the 
city from the grip of Pro toman's robots. I can modify your reactor to give 

i he Mega Busier a little more power, but the rest 

is up to you. Dr. I ,ight and I had been working 

on a special project, but it’s not finished yet. 

Maybe if I can get it working, it might give you 

an edge." 

“Remember to watch 

Protoman seems to 
than we had thought 

back Mega Man. 
become more ruthless 

:, (j nod E .L u:k 

LL 

Cossack outH 

controlling mega man 

Move right or left Press 

Charge the Mega Buster Press 
when 

Fire a weapon Press 

the control pad right or left. 

and hold the B button. (Only works 

the normal cannon is selected.) 

the B button, 

Press the A button. 

Slide 

See I he status screen 

Press down on the control pad and hit the 
A button. Mega Man will slide in die 

direction he is facing. 

Press the STAR'!' button. 

COtfTFTOL 
PAD 

B 

A 

SELECT START 
7 



ATTACK OF THE CYBERNETIC SOLDIERS! 

The dark shadows of Protomati's eight robots now cover the city. Each of 

these cybernetic soldiers have surrounded themselves with wave a Her 

wave of mindless metal munchkitns who are just waiting to pound Mega 
robots arid Man! IPs up to you to run, jump and climb piist 

metallic maniacs to get into the robot master's inner sanctum. Once you 
arrive, you'll dig in and stand toe-to-roe against his awesome attacks! 

Pummel him with the power of your Mega Buster to throw him on the 

scrap heap for good. Add his weapon to your arsenal and get ready for 

action as you face the next robotic rebel! 

Knergv Ijtvd 

ER P 

Wfc eil'i'iNA fHh-inVi* 

Weapons 

Wei pji m -- 

Rner&y LpvfI 

*: 
« . n-'j j 11 w I V ■ !■ I G-li I 

As you blast PrOtoman7s cybernetic creations to smithereens, you will gain 

their special weapon and add it to your arsenal. You can view the various 

weapons you have col lecled by pressing the START bun on. When the 

weapon box appears, you can see 

each all of the weapons, energy 

tanks, mega tanks and extra 

you have col lected so far. 

lhe control pad in any direction 
to select the weapon you wish to 
activate and then press the A 

button. When you return to 
action. Mega Man will tie armed 

w ifh that weapon. 

n. nan; 
■ «i~. •.. v 

s n . iT.ii c i 

meiaiAih^Ntv 
■ • » T x 

.j i 
o-l 

Energy Tanks 
Rfmainirty 

I .ivEs Rc muirting 

VletiM Punks Remaining, 



ROBOT REINFORCEMENTS 

Mega Man isn't the only one who is worried about Dr. Light I Rush and 

Flip-Top are scouring the city for any clue to the location 

leader, Hut, if Mega Man is in needs of a hide help, Rush is ready to leap to 

his side. Using his special powers. Rush can transform into a twro unique 
configurations to help Mega Man gel by treacherous traps. 

Rush’s Configurations Are: 

IRC) Rush ('oil: Rush turns into a s 

flying over obstacles. 

Mega Man 

(RJl Rush Jet: Rush turns into a jet sled for super-sonic travel. 

M >11.: Rush cun only transform into the Rush Coil a| the beginning of the 

game, Mega Man must find the Rush Jet adaptor before Rush can become 

the Rush Jet. 

To summon Rush., press the ST A RT button.. When the weapon bo* 

appears, piess the control pad in any direction to highlight the machine you 
wish to use. Then press Lbu A button to activate the machine, 

m 

CONTROL FOR THE H AT I LK 

When you return |o battle, press the B button to call Rush and he will 

next to you. Just jump on him and away you go! 

Flip-Top, Dr, Light’s cybernetic suitcase, will appeal1 from time to lime and 

give Mega Man a power-up item. Once he has dropped off his package, he 

will automatically transport himself back to Dr. Light’s lab. 



JLSTBKA1 III 

Prior lo Dr. Lights kidnapping, he and Dr. Cossaek hud been working 

fin a brand new a Mack robot named BEAT. Hidden throughout the city 

are the parts to activate this powerful new ally. If Mega Mart cun collect 

the letters to spell out M E (■ A M A IS V, Mega Man can call and 
activale BEAT. 
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f.nergy Pellets: These pellets increase Mega Man’s 
energy level, 

Weapon (uipsules: These capsules increase the energy 

level of Mega Man’s current special weapon, 

I ' i re r g) I :i i i k s: These tanks of energy reft 11 Mcgu Man ’s 

supply. Mega Man cun store these tanks until needed. 

Mega l ank: These tanks of inega-energy refill Mega 
Man’s energy level. They also refill all of Mega Man's 
weapon energy levels. 

I l p: A I - U p g i ves Mega Man one more 1i fe. 



USING YOl K PASSWORD 

As you reduce Proto in art’s, robot masters into scrap metal, Mega Man may ho 
rewarded with a secret password, Using a piece of paper and a pencil, copy the 
color and locations of the dots in the password grid. When you vour 
password in a safe place. 

! he nest time you play Mej^u Man 5, you can continue tfom where you 
received your password. Here’s how; 

l. On the title screen, move the arrow next to PA SSWOND and pa css the 
V button 

2. When the empty password grid appears, move the bracket? to select the color 
of the first dot ant] press the A button, 

3- Move the brackets to the location of the first dot and press the A button to 
place the dot. (To erase die dot, press the A button again,) 

4„ i o select a di ffbrent a>1 or 
re select a dot. 

press the B button to exit the grid and 

5 Once you have finished placing each of the riots in your password, move the 
brackets to KM) and press the A button. If the password is correct, the game 
vvril return you to where you received the password. 
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l.Each robot master is vulnerable to a certain type of weapon, If a robot 

master seems hard to defeat using the normal Cannon, you may need to 

acquire a special weapon to defeat him, 

2. If your special weapon runs out of energy, pick up a weapon capsule 

while the special weapon is active and it will recharge the weapon. 

3,There are power-up items hidden behind some walls. Blast the walls w 

your Mega Busier to find these secret passages. 

4. Ride the Super Arrow to help Mega Man scale, high walls. 

5. Charge up the Mega Blister as you run. so it is ready when you need it 



ROBOT MASTERS 

CHARGE MAN NAPALM MAN 

CRYSTAL MAX WAVE MAN STAR MAN GR AVI I V 
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FCC REGULATIONS 

This, equipment gcneraies and utiis tadii* frequency energy and if not inliinl fed md ll:■;e<1 
properly, that is. in strict accordance with the tnanufacto res instniction&, may cause 
irikTlererict: to radii) jehI television reception. ft lias been type tested atuf found to 
comply with the limits fi»r a Ol;iss ft computing: device in acctmtance with liie hpccifica- 
1 tons- in Subpail J of Part 15 ol FCf Rules, which :int‘ designed to pro vtdc nt-sonahlc 
pro i ecu on again&t such interference in a resident iaJ installation. However, there is no 
gimranin: that interference tn radio (h television inception, which can he determined by 
turning: the equipment off and on, the user is encouraged els try to correct the interference 
by one or more of the following measures.: 

- Reorient the receiving antenna 
- Re ten: ate eIiu NK5 with respect to the receiver 
- Move the NHS away from the receiver 

Mug the IVES into a different outlet so that MRS and receiver am 
ott di rferenE circuits. 

If necessary, the user should consult the dealer or any experienced radio/lelevhion teehni 
ci#n for <ukliLianaI suggestions. The user may l iml die following booklet prepared by the 
Federal Communications Commission helpful: 

How to identify and Resolve Radio-TV Interference Problems. 
This booklet is available from the li.S. Government Priming Office, 
Washington. DC. 20402. Slock No. 004^000-00345-4. 
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DAY I TKD WARRANTY 

W¥ I.IMUTiD WARRANTY 

r' A Ft CJM ii.S A , fire. i TapttttfO to lh: -wicirul 

izjanMKT iHw. nil CapZOfTl UMK Rflk (' FAk" --hill fot I it" 
Iran deft-JK rfi it —iir:i ui Aik! u.crkniHn*hip for.p. period e*f 90 
dsjis fro® dale of pftrehare. Lf t delect mvciby ihis. 

Warning OfeftUV dmim 111iw90-43-r * torwtfy 

Ml rcptiir sir replace ihr PAk. ji /.■; apnea free ol charge 

To retail t this nuriHnl* ssrvkt: 
I. 1X1 NOT rttiirr ™ dcfoLiivc Game Pak In I he rei.iiler 

3 Nclify the Capcern Coreaimer Sen-ice DKfsuurartf vif iftc 
pfidlk/i-11L*..|it11 my-A J! iniily-j'iL K i; hyculImjE <40SVJ2?-r>«0. 

• • o 

Our CoraisnerlSen ace Desun mem n lti aftti.iiu.xi hfmi K:(M> 
A.M. ii? 3.00 T M. Pji ifi. T ic W.-o>iay ihruujzh Friday, 

J Pi' Lh»; Cafv.HT? scn-kc keh n i c i,vi is ufhihie co *}lw lire 

pnftHt-rn by ptnxt-% It will f-v.ivnlr yim «if h h i.-iurn AuihcH- 

/jikm iFwinki, Simply record Ihir- ram her on ihe chiMide 
I'.r-kiiL ilik L«j yotor ddrf-m.I ivc PAK , .iik.1 rftum yc^ir pAk 

ffi-iphl pn/paki. ol y&m risk rf tfunage. mgHher wiA ynur 
:-,ik> '■lip iucT xrfftiluf pkkiI itl a. rln\i' v. ilhtn ihc SO-iJav 

wwr-mdj p/riod In: 

CAKXM li.S a.;tat 
COonfoWr SttrrkB Deparemcrp: 

Jh.«! RiMileVmiP 

Sftnli CbnL CA *5054 

This warnmy ‘ hall nc>i apptj il" ihe Pjk lux. l-ri ilMtu^ed hj 

KffQpm% wkltfitt, Iiiirrjjj;ifl#bk mw, modMIkaf.iwi. lam 

luring, wbj c+bcrcaH^zs jn^lmid m the defective riuie i.il - 

Or WUflfiidibfaip. 

pcviotLCifKiim 

REPAIRS AlliKR EKHRATttlh UI IS 4HHa \ I Y- 

If i:"ii FAK devrkeps a p-ri>hIeiii .if in rfo.- W-iJ:iy wvnnty pc ri'>2. 

yw incjy ■cT.fw.ji.1 ihr Cajxi.vr Consumer Stervke I X.-|:.ni hk-bi ji 

c3>; plk’iffi numlief ni>il--.I jeeviim^k rr ihr Cipccm service 

ri'rliiiki.iii >x pasbk io scffue i\vL prcNt'm bs phiriie, ht jiIjlj 

provide you >■ c"i.. Hciin n Aiiift'.ciyjiKin niinih^r Y«ii! n'-jy 4hen 

rcviwd ihrs numN/r on Iht? outside packa^in.g od' ihe Llofeorivc 

PAk fi'oJ reiurn ilie dtefecdve PAK rr-rn-ln |nvp:tkl l«.>C?pctmi. 

■cafc-li ixmjc a chock off uwif: > order foe i-1 IkiXv payable r.c- C."AP- 

COM U.S.A^ Ine. t'jpL.mi wiB m if^ np|i(Hi. <ri^c?l wt iho 

-Wrx'hikma- abo>*v. repair i.^e PaK w repine ii wiih e ihi-v, m 

repaired FAIL. If r«pv.Kvn l-m PAK5 jn- mH Sv-teiifcfe. ihc 

iJcrivi'vi; r,\K »-BI Is returned and lire S 10.00 paymerM rc- 

fndfid. 

WA KRA VI V 1 ,IMrr4TI0MS1 

ANY A PPL 1C ABLE IMPLIED WARKAN H£S-, INCl.t JDIjMC i 

WAftfiAWTtfiS C3F MEftHiANTABILiTY and FITNESS 

I T.'iR A PARTKULAi? PURPOSE. A^£ KLRbiBY L.IMI IF.P 

TO Mb bit DAYS I ■‘ROM Till;. DATE! OF PE KIlASE AND 

ARESUBJECTTOTHECONLiflluSS S£TPDR1H HKRF3N. 

IN \a HYKNT W ALL CAPOOM Rl=-LI AflLF FOR CON SE¬ 

QUENTIAL OR INCIDENTAL DAMAGE RBStll.TINO 

I RQM -r.HE BREACH OF ANY ENPRESS Oft IMPUPL3 

WARRANTIES. 

The pCTiVl^^ri lie Chi:- WjiTiMl-, irr ziliil in jhc k'nifovd Slakes 

ixii'y Si/fTiC sia(fx du Boa dtm limiliikvu eti Ikim. long, ia 

implied u. jrrjmyljviv p# evdu.xKiiLH itfivr.-.-.iinrTji^l pf inckktof- 

l:d si .t-i^h;-.. -i;- I hi; .ibpvf I rmil jlKTK and f KCkr.kl n£ ITl2> IUH 

apply ID y<HJ. This V-^r^itrs y na >e-u xpeerf:,; li-|. i! riyhlx. ind 

yfai iiimv ha-ri.' <qlkT siyhi s ivbkh van, fmm >iaie 10 siaic. 
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